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Activity scenario summary:
Music and art are important sectors within our modern day society. 
The teaching and acknowledgment of the importance of the creative 
sector as an integral part of human development, can lead to the 
creation of new and innovative solutions to some of the worlds most 
complex problems. Over the 3 difficulty levels in this project, 
different styles of art and music will be explored in the context 
of coding and computer science, leading to 3 separate, fully 
developed projects. 

In the intermediate section there will be a focus on being creative 
using art and programming interchangeably. These two subjects grow 
together and overlap increasingly every day, so it’s only right 
that we adapt that creative spark and fuse it with technology. In 
this project we will create a paint program in scratch, meaning we 
can draw whatever our imagination requires.



This is the layout of the 
paint program that we 
will code together!

Click here to access the 
template for this 
resource!

By the end of this resource, your project should look like this!
(Use this if you get stuck)

https://scratch.mit.edu/projects/676305202/
https://scratch.mit.edu/projects/676305860/


What will happen…

Using the pencil, click on any 
colour and start drawing!

The blue button on the bottom 
right is the eraser for any 
small mistakes made. If you 
want to restart or clear the 
page press the space bar. 



Where to write the code…

For this project ALL 
of the code will be 
written inside the 
pencil sprite



Before you start…
Before starting to make the paint program itself, we have to add an extension into the 
scratch program. 

Press the button at the bottom of the coding menu. Once that has been 
pressed another screen showing all of the potential extensions pops 
up. Click the option that says ‘Pen’.



Step 1
Coding the pencil sprite

As soon as the green flag is 
clicked, any old drawings will 
be erased. 

A forever loop is then joined 
with the blocks ‘go to front 
layer’ and ‘go to 
mouse-pointer’. The ‘front 
layer’ block places a sprite in 
the frontmost layer. The 
‘mouse-pointer’ block sets the 
coordinates of the pencil 
sprite to follow the mouse 
around the screen



Step 2
Coding the pencil sprite pt2

An IF THEN ELSE block is then 
used to check that the pen can 
be used within certain 
coordinates on the x-axis. If 
the pen goes outside these 
coordinates then the pen won’t 
draw but instead stay up

An IF block is used to make 
sure the pen stays up so that 
the pencil will only draw when 
we click down. 



Step 3
Coding the Fullscreen erase

When the space bar is clicked 
any trace of pen is erased so 
the board is blank. 



Step 4
Coding ‘red’.

When the red paint pot is 
picked the costume is switched 
so that the pencil has the lead 
is facing the board. 

The pen size is then set to a 
thickness of 5 and the colour 
is as follows. 



Step 5
Coding ‘orange’.

When the orange paint pot is 
picked the costume is switched 
so that the pencil has the lead 
is facing the board. 

The pen size is then set to a 
thickness of 5 and the colour 
is as follows. 



Step 6
Coding ‘yellow’.

When the yellow paint pot is 
picked the costume is switched 
so that the pencil has the lead 
is facing the board. 

The pen size is then set to a 
thickness of 5 and the colour 
is as follows. 



Step 7
Coding ‘green’.

When the green paint pot is 
picked the costume is switched 
so that the pencil has the lead 
is facing the board. 

The pen size is then set to a 
thickness of 5 and the colour 
is as follows. 



Step 8
Coding ‘light blue’.

When the light blue paint pot 
is picked the costume is 
switched so that the pencil has 
the lead is facing the board. 

The pen size is then set to a 
thickness of 5 and the colour 
is as follows. 



Step 9
Coding ‘dark blue’.

When the dark blue paint pot is 
picked the costume is switched 
so that the pencil has the lead 
is facing the board. 

The pen size is then set to a 
thickness of 5 and the colour 
is as follows. 



Step 10
Coding ‘purple’.

When the purple paint pot is 
picked the costume is switched 
so that the pencil has the lead 
is facing the board. 

The pen size is then set to a 
thickness of 5 and the colour 
is as follows. 



Step 11
Coding ‘pink’.

When the pink paint pot is 
picked the costume is switched 
so that the pencil has the lead 
is facing the board. 

The pen size is then set to a 
thickness of 5 and the colour 
is as follows. 



The final code … 



Congratulations!

You have completed this section of the 
music and art sector 

You are ready to move on to the 
advanced level…


